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STREAMING MEDIA PRESENTATION
SYSTEM

CROSS REFERENCE TO RELATED
APPLICATIONS

[0001] The present application claims priority from U.S.
Provisional Application No. 62/183,612 filed Jun. 23, 2015.
The aforementioned application is hereby incorporated by
reference in its entirety.

BACKGROUND
[0002] 1. Technical Field
[0003] One or more embodiments relate to systems and

methods for providing streaming media content to multiple
users. More specifically, one or more embodiments of the
present invention relate to systems and methods for distrib-
uting streaming media content among multiple users.
[0004] 2. Background and Relevant Art

[0005] Advancements in computing devices and comput-
ing technology provide users with the ability to share
user-generated media with other users. As such, users are
increasingly capturing and sharing media using various
computing devices. To illustrate, modern mobile devices
enable users to capture media, such as pictures, videos,
audio, and text. In addition to sharing pictures, videos,
audio, and text, some conventional systems allow users to
stream media content to other users. For example, the user
can stream captured media to the others users via a media
stream. Further, if a user is capturing live content, the user
can share a media stream with the live content with the other
users. For example, a user can share user-generated media
with a group of friends via a variety of communication
systems (e.g., IM, text, or social networks).

[0006] Despite advances in technology, a number of draw-
backs remain for a user wanting to share user-generated
media with other users. For example, conventional systems
do not distribute or share videos in an intuitive and efficient
manner. Thus, when a user wants to share user-generated
streaming media, conventional systems statically distribute
the user-generated streaming media to only viewing users
chosen by the user. Further, when multiple users are cap-
turing user-generated media streams of the same event (e.g.,
a concert), conventional systems stream each media stream
separately, resulting in a multiple unrelated media streams
that are difficult for viewing users to navigate, locate, and
enjoy as related media streams of the same event.

[0007] From the perspective of viewing users, many con-
ventional systems do not account for the interests of the
viewing users, and thus, a viewing user may have to navigate
through several media streams trying to find a stream that is
of interest to the recipient user, which is time consuming and
frustrating. For example, when a viewing user wants to
switch between two media streams of the same event, the
viewing user may have to perform numerous navigational
steps to relocate the other media stream. In addition, when
the content within the media streams is live, the viewing user
misses much of the live content spending time navigating
through several media streams to locate a desired media
stream.

[0008] Along similar lines, in many conventional systems,
often users share user-generated streaming media irrespec-
tive of the quality or nature of the user-generated streaming
media being shared. As a result, conventional systems often
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provide poor quality user-generated media streams to view-
ing users, resulting in a poor viewing experience. For
example, conventional systems often provide user-generated
media that includes shaky video and/or long tedious pauses.
Moreover, because conventional systems do not distinguish
between good quality or poor quality media streams, view-
ing users are often have to watch portions of poor quality or
tedious media streams while navigating through various
user-generated media streams to find a quality media stream.

[0009] As an additional problem, conventional systems do
not provide a viewing user the ability to easily control the
viewing experience of the user-generated streaming media.
For example, most conventional systems simply provide a
viewing user the user-generated media stream without
allowing the viewing user to pause, replay, or otherwise
navigate within the user-generated media stream. As a result,
in conventional systems, a viewing user that joins a live
user-generated media stream of an event after the event has
begun can only watch the event from the current media
stream position forward, thus reducing the viewing user’s
ability to understand and experience the complete context of
a user-generated media stream. Often, the inability of con-
ventional systems to allow a viewing user to “catch up” to
the live position of the user-generated media stream can
frustrate the viewing user to the point of choosing to not
experience any of the user-generated media stream.

[0010] Accordingly, there are a number of considerations
to be made in improving a user experience in relation to
producing, sharing, distributing, and consuming user-gen-
erated streaming media.

SUMMARY

[0011] One or more embodiments described herein pro-
vide benefits and/or solve one or more of the foregoing or
other problems in the art with systems and methods of
capturing and sharing collaborative streaming media content
between users. For example, one or more principles
described herein provide systems and methods that intelli-
gently share, as well as, organize streaming media in an
intuitive and efficient manner. Additionally, one or more
principles described herein provide systems and methods
that produce, or provide tools to enable a user to easily
produce, enhanced streaming media that provides a higher
quality streaming media presentation that can include mul-
tiple related user-generated media streams. Moreover, one or
more principles described herein provide systems and meth-
ods that enable a user to navigate within a live user-
generated media stream during the media presentation of the
live user-generated media stream.

[0012] To illustrate, one or more embodiments described
herein provide systems and methods that provide a number
of features that assist users in sharing media streams with
other users. For example, the systems and methods
described herein determine one or more media characteris-
tics of a media stream, and based on the determined media
characteristics, identify one or more users with whom to
share the media stream (e.g., a distribution audience). In
some example embodiments, the systems and methods
dynamically detect a change in one or more media charac-
teristics of a media stream, and based on the changes to the
one or more media characteristics, the systems and methods
modify the distribution audience of a media stream. For
example, based on a characteristic change for a media



